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Learning Goals of the session
Education: New perspective
Understand the importance of 
appreciative inquiry and gamification
Tools to implement in class for student 
motivation and engagement 
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Unique Roadmap to Education: Value and 
behavior 
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Understanding Appreciative Inquiry 
• The AI paradigm – in itself, this relates 
to the principles and theory behind a 
strengths-based change approach; and
• AI methodology and initiatives – which 
are the specific techniques and 
operational steps that are used to bring 
about positive change in a system.
Appreciative Inquiry 
(AI) is a collaborative, 
strengths-based 
approach to change 
in organizations and 
other human systems. 
The term 
‘Appreciative Inquiry’ 
is thus used to refer 
to both:
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Difference between traditional process and 
Appreciative Inquiry Model
Traditional Process Appreciative Inquiry 
Define the problem Search for solutions that already 
exist
Fix what is broken Amplify what is working 
Focus on decay Focus on live giving forces 
Source: Hammond, 1998
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4D Cycle












Theoretical Principles of Appreciative Inquiry
We construct 
realities 
















7/16/20 Dr. Rao         Lynn University                KDP
















7/16/20 Dr. Rao         Lynn University                KDP





7/16/20 Dr. Rao         Lynn University                KDP














Appreciative Inquiry – Gamification Nexus
Model that seeks to engage stakeholders in self-determined change
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Gamification helps in building user experience and engagement –
by applying game elements to non-game contexts such as 
education
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Understanding Gamification
Gamification describes the process of applying game-related principles 
— particularly those relating to user experience and engagement — to 
non-game contexts such as education










more inviting by 
encouraging 
users to engage 
in desired 
behaviours 
Gamification -> Engagement motivators
Express Explore Collaborate Compete
Source: Kim, 2014
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Typical Game Design Elements
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Gamification 
Statistics 
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Education Gamification 
market value worldwide 
2015-2020 is expected to 
reach 1249.59 Million USD
Neuroscience and Gamification
1. Gamification forges an emotional connection
2. The hippocampus controls recall
3. Dopamine creates positive associations with 
learning
4. The brain processes stories better than facts
5. 5. Badges and rewards can trigger serotonin 
release
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Source: Growthengineering, 2016
6. Playing games releases endorphins
7. Playing games keeps the brain fit
8. Gameplay reduces stress
9. Gamification helps deal with cognitive overload
10. Games teach work skills
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Ideas to implement Gamification in K-12
Reading challenge - based on reading list 
• Tier achievement 
Team work – progress towards goal 
• Contests for tailored activities
Hands on – digital signage 
• Students vote of favorite design
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Benefits of Gamifying classrooms
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Thank you
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